There was a time when we would daydream by looking out of the window. Do we still? Or do we do our daydreaming now by looking through the screen window at the world outside? Device screenscells, tablets, laptops. Same activity, same lack of purpose, same delightful way to pass the time. What is clearly different is the reach of what we can see through screens, the sheer endless novelty to be found online.
What we do know is that engaging in multiple online activities at the same time as trying to learn can decrease performance by dividing a limited capacity for attention, see for example Junco and Cotton (2012, p. 512) . There are many different experimental ways this can be demonstrated. But in the first article in this issue, Han takes these ideas further by introducing levels of cognitive load and finding that at medium levels of load, a second device used alongside a first screen can be beneficial to learner performance, attention and satisfaction.
We still have much to explore about the way multiple demands on our limited attention can affect interaction and learning, as the other articles in this issue amply demonstrate through the use of games, mobiles and microworlds. Personally, I sometimes find great satisfaction and opportunities for learning in diverting my attention from my screen-view of the world, sitting in a public place and watching others absorbed in their screen-worlds. I can stare at them for a considerable time, possibly day-dreaming, they pay me no attention.
